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The data here is macro trending data; individual genres, platforms, brands, 
regions, etc. perform differently than amalgamations of industry games. If you 
have questions about how games like yours perform, please reach out to us at 
EEDAR ( solutions@eedar.com ) - game industry research is what we do. 
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About EEDAR 

• Founded in 2006 

• Based in Carlsbad, California w/ 45 Employees 

• Exclusively Servicing the Video Game Industry 

• Over a Half Dozen Industry Data Partners 

• Servicing >90% of the top Publishers and >50 Development Studios 

EEDAR Data 

• 130,000+ Products (Games, Accessories, Hardware) Observed To Date 

• 176,500,000+ Data Points 
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Where We Are 


We are in the of game consoles, as well as the of a 

and in the midst of an expansion in both 

the and of people with the introduction of 

who , and games consumer grade 
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Audience 


THE 'GAMERS' OF TODAY ARE 
ENTERTAINMENT CONSUMERS 


Who Games? 


Game Playing Population of the USA 

[Ages 13+] [2016] [N A] 



Game Players 
■ Non Game Players 
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Source: EEDAR 


Who Games? 


% of American homes with a video game console 
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Source: ESA 
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Platform Sales Worldwide 
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7th vs. 8th Generation Console Sales in North America 
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Source: EEDAR & The NPD Group 
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Source: EEDAR & The NPD Group 
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Hardware Sales 


Platform Sales Worldwide 

Through December, 2015 
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Source: EEDAR 




Android Device Fragmentation 
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Source: OpenSignal 










% Willing to Spend Given Amount on a VR Headset 


VR Hardware 


VR Headset Consumer-Reported Spend Limits 

[NA Active PC/Console Game Players Interested in Purchasing a VR Headset] 

Jan 2016 data collected Jan 13-15, one week after the Oculus preorder announcement of $599.99. 

October 2014 ■ January 2016 


59% 



Millions 


Mobile Gamers 


Mobile Game Players 

[2012-2015] [Age 18+] [NA] 



2012 2013 2014 2015 

Own a SmartPhone and/or Tablet ■ Play 1+ Mobile Games in the past 6 Months 
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5^*"** Source: EEDAR NA Mobile Report 2015 


Mobile Gamers 


Mobile Gamers by Device Ownership 

[Active Mobile Game Players] [18+] [NA] 



Both Smartphone & Tablet ■ Tablet Only ■ SmartPhone Only 


Mobile Gaming $$$ by Device Ownership 

[Active Mobile Game Players] [18+] [NA] 



Both Smartphone & Tablet ■ Tablet Only ■ Smartphone Only 
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Source: EEDAR NA Mobile Report 2015 
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Devices Used For Mobile Gaming 

[2015][NA & APAC] [Active Mobile Game Players][Age 18+] 

Smartphone Only ■ Tablet Only ■ Both Smartphone & Tablet 
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Source: EEDAR NA / APAC Mobile Reports 2015 



Who Games? 


Average Age of Game Players in the USA 
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Source: ESA 



Who Games? 


Age of Game Players 



Under 18 

■ 18 to 35 

■ 36 to 49 

■ 50+ 
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Source: ESA 


Monetizing Mobile 
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Source: EEDAR NA Mobile Report 2015 



Mobile Game Player Age by Region 

[2015][Active Mobile Game Players] 

18 to 24 25 to 45 Over 45 Average Age 




Who Games? 


Gender of Game Players in NA 
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Source: ESA 







Who Games? 



Who Games? 


Active Game Players Across Platforms 

[2015] [NA] 
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Mobile Handheld Console PC 
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Source: EEDAR 










Who Games? 


Mobile Game Player Age by Region 

[2015][Active Mobile Game Players] 

Male ■ Female 
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Source: EEDAR APAC Mobile Report 2015 
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Female Game Players by Mobile Spending Segment 

[2014-2015] [N A] [Active Mobile Game Players][Age 18+] 
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Source: EEDAR NA Mobile Report 2015 


Games 


Franchise 



EEDAR 
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Quantity of Games Released 

Retail Console, Handheld & PC Platform Title Releases in the USA 


1,800 
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Source: EEDAR 


Quantity of Games Released 

Retail & Digital Console, Handheld & PC Platform Title Releases in the USA 



Game 


Quantity of Games Released 

Retail & Digital Console, Handheld & Steam Platform Title Releases in the USA 
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Source: EEDAR 
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Source: EEDAR 


Millions 


Steam Active Users 


Steam Active Users Over Time 
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Source: EEDAR & Valve 


Games Released 




EEDAR 
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Game Releases 


Games Released by % of Market 

[2015] [Retail & Digital Platform Title Releases] [USA] 



7th Gen Console 
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■ Handheld 

■ Steam 

■ Android (Top 50) 

■ iOS (Top 50) 
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Source: EEDAR 



D i g i ta l Releases 
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Quantity of Digital and Retail Console Games Over Time 

7th & 8th Generation Consoles & Handhelds in the USA 




Physical Only ■ Digital Only ■ Physical & Digital 
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Source: EEDAR 


Quantity of Digital and Retail Console Games Over Time 

7th & 8th Generation Consoles & Handhelds in the USA 



2005 2006 2007 2008 2009 2010 2011 2012 2013 2014 2015 


Physical Only ■ Digital Only ■ Physical & Digital 
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Source: EEDAR 



Publisher 


Quantity of Console Games per Publisher 

[7th and 8th Generation Console][2005-2015][NA] 




Publishers Games -•-Games per Publisher 
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Source: EEDAR 



US Video Game Sales 

Billions of Dollars 
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Source: The NPD Group 


Mobile Regions 


Mobile Payers (MM) 



68.3 



17.9 


Market Revenue in Billions (USD) 
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Source: EEDAR NA/ APAC Mobile Reports 2015 





Mobile Regions 


Mobile Payers (MM) 



68.3 



17.9 


Ave. Yearly Spend (USD) 


$39.79 


$79.27 





$154.31 
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Source: EEDAR NA/ APAC Mobile Reports 2015 





Mobile Gamers (MM) 


Monetizing Mobile 


Mobile Gaming Payer Segmentations 

[2014-2015] [NA] [Active Mobile Game Players][Age 18+] 
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2014 ■ 2015 


PLAYER SEGMENT 

AVG. YEARLY 
SPEND 

[total yearly spend] 

2014 

2015 

NON-PAYERS 

[$0] 

$0 

$0 

PAYERS 

[$0.01 - $99.99] 

$33.03 

$44.06 

HEAVY PAYERS 

[over $100] 

$293.70 

$396.15 

TOTAL MARKET 

$32.65 

$39.63 
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Source: EEDAR NA Mobile Report 2015 











Monetizing Mobile 


Mobile Gaming Payer Segmentations 

[2015][NA & APAC] [Active Mobile Game Players][Age 18+] 

Non-Payer ■ Payer ■ Heavy Payer 



AVG. YEARLY SPEND 



NORTH AMERICA 
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SOUTH KOREA 
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MODERATE 
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$ 732.42 


$ 234.49 


CONTEXT IS EVERYTHING • 

Source: EEDAR NA/ APAC Mobile Reports 2015 







Monetizing Mobile 
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Mobile Game Player Revenue Breakdown 

[Active SmartPhone/Tablet Game Players] [NA/Europe] 




Heavy Payers 
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Source: EEDAR NA Mobile Report 2015 
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PC F2P Spend Segmentation 

[NA] [PC] [2014] 
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% of Players ■ % of Revenue 
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Source: EEDAR PC F2P Report 2015 


Revenue (Millions) 


PC R even u E 


The PC Market - Video Game Revenues 

[NA][B2P+F2P+Subscriptions] 
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Source: EEDAR PC Peripheral Report 2015 


Millions 


Steam Unit Sales 


Steam Game Unit Sales 

[Games & Expansions Owned] 
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Steam Digital Revenue by Month (April = 100%) 

[Steam][Full Game Downloads][2012-2015][NA] 
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October November December 


CGNTEXT IS EVERYTHING 


Source: EEDAR 


Why Do I Still Talk About Console? 


Some "Best In Class" Examples 
March 2016 



$2 Billion+ $1.5 Billion+ $1 Billion+ 
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CALL-DUTY 

BLACK OPS III 



[ $500 Million+ ] 
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Source: EEDAR 





Physical/ Digi ta l 


Revenue Split of Games Released both Physically and Digitally 

[7th and 8th Gen Console] [2005-2015] [NA] 
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Source: EEDAR 



Console Revenue 


Percentage of Revenue Contributed by Top Titles 

[Physical + Digital][Console][NA][Excludes DLC] 
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Source: EEDAR 


Retail Revenu 
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Shooter 
Role Playing Games 
Narrative 
Racing 
Arcade 
Strategy 
Sports 

Social & Economic Simulation 
Fighting 
Puzzle 
Skill & Chance 
General Entertainment 
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Source: EEDAR, The NPD Group 

Region: USA Period: 201 2 through 2015 

Sample: Physical/Retail, 8 th Gen 

Units: Distinct Titles 



Title Share 


12 % 

OF RETAIL TITLES 
HAVE GENERATED 

75 % 

OF RETAIL REVENUE 
SINCE 2012. 
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Total Quantity of Titles 
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Console Revenue 
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Percentage of Software Sales by Genre for 7 th and 8th Gen Consoles 

[Digital & Physical][NA] 
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Entertainment 
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Source: EEDAR 


US Toys and Software (Millions $USD) 


T oys-T a- L i fe 


Toys-to-Life Total Revenue by Month 

[Toys + Software] [Skylanders/Disney lnfinity/Amiibo][NA] 

Software ■ Toys 



US Toy Revenue ($Millions $USD) 


T oys-T a- L i fe 


Toys-to-Life Accessories Revenue by Publisher 

[Toys Only][Skylanders/Disney lnfinity/Amiibo][NA] 
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Game Quality 


Average Review Score 

Retail Console, Handheld & PC Title Releases in the USA 



[Bottom 33%] Marketing [Top 33%] 


Marketing vs. Game Quality 


12 Month Revenue 

[8 th Gen Console][2013-2014][NA] 


$14.3 MM 


$55.9 MM 



$12.6 MM 










Direct Media Spend Share 
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Source: EEDAR, Competitrack 

Region: USA Period: 201 2 through 2015 

Sample: Physical/Retail, 8 th Gen 

Units: Distinct Titles 


Total Quantity of Titles 

75% Direct Media Spend ■ 25% Direct Media Spend 


13 % 

OF RETAIL TITLES 
ACCOUNT FOR 

75 % 

OF DIRECT MEDIA 
SPEND SINCE 2012. 
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Promotions 


Digital Advertising 


8 th Gen Game Related Promotional Activity 

[US][8th Gen][Digital Storefronts] 




PlayStation 4 Xbox One 
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Source: EEDAR Retail Tracker 


Retail Advertising 


Promotions by Retailers for 8th Gen Console Hardware 

[US][Physical Retailers] [In-Store] 
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Source: EEDAR Retail Tracker 
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Early Access / Beta Promotional Trends 

[US][Digital Storefronts] 



Steam PlayStation 4 Xbox One 

■ 2014 ■ 2015 
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Source: EEDAR Retail Tracker 


Mobile Devices 


TOP MOTIVATIONS FOR MOBILE GAMING 
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Source: EEDAR NA/ APAC Mobile Reports 2015 



Mobile Devices 



TOP MOTIVATIONS FOR MOBILE GAMING 
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Source: EEDAR NA Mobile Report 2015 






Disc dvery 


TOP FACTORS AFFECTING DISCOVERY 
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Source: EEDAR NA/ APAC Mobile Reports 2015 





E N G AG E M ENT 


TOP FACTORS AFFECTING DECISION TO ENGAGE 
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Source: EEDAR NA/ APAC Mobile Reports 2015 







Churn 


TOP FACTORS LEADINGS TO CHURN 
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Source: EEDAR NA/ APAC Mobile Reports 2015 






Mobile □ptimized Genres 
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Year On Year Revenue Change by Genre 

[Q3 2014 & Q3 2015] [Western Markets][Top 200 Grossing][iOS] 
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Source: EEDAR NA Mobile Report 2015 


Mobile □ptimized Genres 


Year On Year Revenue Change by Genre 

[Q3 2014 & Q3 2015] [Western Markets][Top 200 Grossing][iOS] 
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Source: EEDAR NA Mobile Report 2015 






Mobile □ptimized Genres 


Year On Year Revenue Change by Genre 

[Q3 2014 & Q3 2015] [Western Markets][Top 200 Grossing][iOS] 
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Source: EEDAR NA Mobile Report 2015 






Crowdfunding 


*Feb 2015 

KICKSTARTER 


All Categories 

$2,232 Billion Dollars Pledged 
101,124 Successfully Funded Projects 
10.3 Million Total Backers 
3.2 Million Repeat Backers 

EEDAR 


GAMES 

22,834 Successfully Funded Projects 
$460 Million Dollars Pledged 
$347 Million Successful Dollars 
$44 Million Unsuccessful Dollars 
$10.9 Million Live Dollars 

CDNTEXT IS EVERYTHING • 

Source: EEDAR & Kickstarter 




Crdwdfunding 


Success Rate of Kickstarter Projects 

Game Category [March 1st 2016] 




Successfully Funded Projects ■ Unsuccessfully Funded Projects 
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Source: EEDAR & Kickstarter 
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Successfully Funded Kickstarter Projects 

[Game Category] [by Quantity] [March 1st 2016] 
2,841 



Source: EEDAR & Kickstarter 




Crdwdfunding 


Unsuccessfully Funded Kickstarter Projects 

[Game Category] [by Percent Funded] [Feb 2015] 
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Source: EEDAR & Kickstarter 


D i g i ta l Viewing 


amazon 


Google 
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Twitch Viewers 
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Source: EEDAR & Twitch TV 


Twitch: Not Just eSpdrts 
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Top Games on Twitch by View Volume 
[2015][Titles That Reach A Top 100 Ranking] 
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Source: EEDAR & Twitch TV 





Twitch: Competitive Multiplayer 


Percentage of Twitch View Volume 

[2015] [Top 100 Games by View Volume] 
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Source: EEDAR & Twitch TV 
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Twitch: Concurrent Viewers 
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Source: EEDAR & Twitch TV 



Thousands 


Twitch: Peak Viewers 
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Source: EEDAR & Twitch TV 





E S PO RTS 


eSports Engagement by People Playing Games with an eSports Component 

[NA][2016] 



Watches/Participates in eSports 
■ Does not Watch/Participate 



CONTEXT IS EVERYTHING 


Source: EEDAR eSports Report 2015 
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eSports Engagement by People Playing Games with an eSports Component 

[Participation by Segment][NA][2015] 


80 % 

70 % 

60 % 

50 % 

40 % 

30 % 

20% 

10% 

0% 



MOBA 



SHOOTER 


FIGHTER 


CONTEXT IS EVERYTHING 


Source: EEDAR eSports Report 2015 



E S PO RTS 


eSports Participation by Title 

[2015] [NA] 
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eSport Engagement Bonus vs. General Population 

[NA][2015] 
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eSpdrts Tournaments 
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eSports Prize Pool And Tournaments 

[Worldwide] 
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Thanks For Coming 


Awesome Video Game Data 



Founder 
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